Media in various platforms have a significant role in constructing the paradigm of Islam in society. Unfortunately, unbalanced justification by the media tends to cause misconceptions about the Islamic concept, especially in America and Europe. This justification then is often used as a base in constructing the narrative of a game. Moreover, they seem to exploit these justifications in a more apparent manner than other forms of media. In the digital age, video games transform to be one of mainstream media that shapes our comprehension and understanding of the world by constructing, conveying and iterating various representations. Therefore, video game referred as the most potential and effective media to convey positive values to users. "Ibn Battuta" game developed as an interactive media that offer different point of view about Islam, to differentiate it with the other games in general. By exposing Ibn Battuta as one of the Muslim figures who made a glorious milestone in history of science. Ibn Battuta is known as an adventurer, merchant and inspirational figure by spreading the values of Islam to most areas of coastal Asia. The game reveals the travel records of Ibn Battuta in the first half of the 14th century, which also reveals the wide scope of the Muslim life at that time. This paper is based primarily on qualitative research and content analysis. The methodology used for content analysis involves playing the whole Ibn Battuta games while taking notes and screenshots of relevant visual signifiers, recording the narrative and analysing the structure of gameplay. Through Ibn Battuta games, the symbolic and ideological dimensions of in-game representational history related to Islam has been analysed from different perspectives. Immersive worlds as given environments in this game, which may be explored in a nonlinear way by players -include history, artifacts and objects -allow users to learn about the history of Islam by exploring the environment and its objects in a relatively open-ended way.
Introduction
Game becomes an in interesting phenomenon not only because of its ability to create a fantasy world, but also its potential to be learning media for various activities in the form of simulation game. The development of game is not only about entertainment value but also as a media that improve user's knowledge and skill in every aspect. For example; military exercise simulation, flight simulation or other simulation of profession. In the global game phenomenon we can see such a rich imagination sphere.
Nowadays we offered various games that only focus in popular theme with shallow meaning and interesting graphical elements. Those games developed to purchase economical value and sometimes do not provide good values in society. Among popular themed games domination, historical themed game seems to be potential media to familirize the with cultural and religious values. In the digital age, video games transform to be one of mainstream media that shapes our comprehension and understanding of the world by constructing, conveying and iterating various representations.
Ibn Battuta game is RPG genre (Role Playing Game) developed by local game developer, which designed in detail way, including narration idea, characterizations, game play and audio visual elements that based on journey of Ibn Battuta. This game featuring not only standard features of RPG, also there are society theories, geography, and history during 14th century. The characters, social arrangements, building form and also map used in the game based on the history of Ibn Battuta, taken from various resources.
The presence of Ibn Battuta games was encouraged by awareness that everything can be learned in a different way through game, including history of Ibn Battuta. Ibn Battuta was a medieval berber Muslim traveler and scholar, who is widely recognised as one of the greatest travelers of all time. He is known for his extensive travels, accounts of which were published in the Rihla ("Journey"). When history becomes the main reference in developing this game, there are efforts to represent space and time that we cannot seize in our life today. History and cultural elements are borrowed to be applied in the game. But the virtual commodity provides various fantasy factors, so in the historical game we find that everything real and artificial blended. Visual elements -both element that have and do not have any referenceattend to form a new space that we can only find in virtual world.
Role Playing Game (RPG) in Computer Games
Computer game is not a tool or technology, but a result of the process equipment and technology that is played by the players. Equipment and technology is a medium for presenting the game. One feature that makes computer game interesting is its responsiveness. Responsiveness is vital in a game interaction. Computers able to respond the player's desire very quickly in a variety ways.
A role-playing game (RPG) is a game in which each participant assumes the role of a character, generally in a fantasy or science fiction setting that can interact within the game's imaginary world. MMORPG (Massively Multiuser Online Role Playing Game) is a Role Playing Game genre development which has facilities in large quantities multiplayer, where players can play with each other simultaneously in the virtual world.
MMORPG differs from a regular computer role playing game because its environment is perpetual. People log in, join the game, take on their role and leave whenever they wish, but the game continues.
As one of the RPG genre game. Game puts the player as Ibn Battuta himself and determines its journey through a non-linear story. Players can travel to places traveled and visited by Ibn Battuta, even though player would not experience a trip in accordance to the historical record. Players can freely try some adventures, trades and battles to fight Non Player Character in the game.
Representing Historical Aspect in the Game
Historical aspect in the game represents the past events that we cannot seize in the real life, and the truth cannot be confirmed accurately in the form of simulation. In the other side, the term of history refers to the representation of the past. A figure that attend with vast complexity and multidimensional. In this case, history is separate and partial. There are efforts to change the content, thus tends to the present point of view.
There is no set of representation that present proportional past events ( [5] : 331-332).
Representation defined as an action of represent something through something else beyond him, typically as a sign or symbol. Representation emerged as a central term in the critical appraisal of history. There are two contrary opinions on this. The first opinion states that an accurate understanding of past events can be achieved through an effort of doing accountable research. While other opinion state that effort of presenting the past is reflection of dynamic and subjective present condition, so that the condition cannot bridge the gap between the past with its representation. History fused into a point of view of parties concerned. In writing the history of structuralism, the focus will shift to the narrative agreement exploration and its influence, or a speculative history ( [5] : 333-335).
In the same way, the simulation is often used to define the game that sets it apart from other narrative forms such as movies or television, which allows the conditional speculation or representation. Simulation defined as the process of creating something through the models that have no real reference. Thus, enabling people to make supernatural, illusive and imaginary object become something real ( [9] : 155). Baudrillard explain that simulation creates a living space that opposed to reality. Through the power of simulation, a false reality can be produced in such a way that replacing the actual reality. The signs in the simulation is not a sign reflect reality but rather an effort of covering-up or even manipulating the actual reality.
Umberto eco in ( [9] : 59) mentioned that simulacrum is replication, copy or imitation of past elements that presented in current context as nostalgia. Simulacra pattern offered by Eco seem more inclined to representation. This means that, simulacra carried by Eco, at least has a past referral. Even when reality presented loses its contact, but within the limits of imagination still deal with the real condition as referral to be presented in current situation. This pattern is different from the understanding offered by Baudrillard. In understanding simulacra, Baudrillard seems to be more radical than Umberto Eco. For Baudrillard, there is significant difference between representation and simulation. Something can be categorized as simulation as long as it contrary to simulation. If representation tends to make reality beyond itself as reference, simulation is otherwise.
Simulation does not refer to anything beyond, but makes itself as reference. This concept offered by Baudrillard is supported by Deleuze who mentioned that simulacrum is a reversal of representation process, instead of a sign has an iconic relation to reality as the reference, it precisely destroy those icons. Deviation from reality beyond itself as a reference is the vital strength in the simulacrum. Thus, representation is not a significant factor in building the world of hyper reality. But simulation that play importan role in creating hyper reality. 
Ibn Battuta Representation in the Game
Ibn Battuta games is a RPG simulation game, where player play as Ibn Battuta on his adventure exploring land or sea. Through this game, players will indirectly learn about the history of Islamic civilization of the areas visited by Ibn Battuta. This game presents 
Character
Player will play the role (Role Playing) as the character of Ibn Battuta. Began his adventures with Hajj depart from Morocco to Mecca by land and finally explore the ocean from Europe east to China. The game is focused on sea exploration and trade, where player play as a captain. The character of Ibn Battuta is presented as a man with Middle-East figure type, equiped with its clothing and attributes.
After a few scenes of Hajj journey from Morocco to Mecca, then the game will be focused on the exploration of the sea. In this case the character of Ibn Battuta will lead a merchant ship that will stop by from one area to another.
Players will control a ship in a simulation. In this case the ship can be upgraded to improve the speed, endurance and cargo capacity. Ship design vary due to historical references obtained by the developer. The presence of nonlinear history concept, players do not have to use the same kind of boat as in the historical record, but players can choose the type of boat that suit their needs.
Space and Environments
Some environment elements showed in Ibn Battuta game are: When entering specific regions, it will be shown evidence of the greatness of Islamic civilization in that era. Accompanied by the detailed explanation of an area, building, system of government and so on. From these explanations, players will learn a lot about the greatness of Islamic civilization through a fun and challenging game. 
Game Challenge and Non-historical Aspect
One of the challenges that will be encountered as a seaman is pirates. In this game there will be a simulation of a war against pirates. Although it is not written in the history of Ibn Battuta, however naration of pirates in this game is designed to get the challenge aspect. Besides history, another aspect that is exposed in this game is trade.
Each region (port) has a special commodity and specific needs, so that the player can perform simulated trading to make a profit. From this profit the players can upgrade the ship and pay for their journey. 
Conclusions and Suggestions

Framing Islam in Ibn Battuta Game
The aim of Ibn Battuta game development is to represent history through interactive multimedia. In Ibn Battuta games, through the player character, players are positioned to experience a piece of historical events in 14th century which the players are focused on completing the various missions that are related to fragment events in Ibn Batutta's journey. Because of this game represent the nonlinear history, the narrative becomes very dependent on which route is selected by the players and climactic factors they face. Players are not treading on the real history, but running over the course of history History-themed game like Ibn Batutta game is like a trip through the debris of the past and a combination of various aspects of aesthetic and imagination that can be accepted by the ability of the human mind. Game developer intentionally combines fiction and reality elements in order to present a world that can fulfill the desire of the player in time traveling, exploring Ibn Batutta and 14th century virtual world that probably has existed only in our imagination when we read the history books of Ibn Batutta.
